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STUDENT HANDBOOK 


Getting Started 

Equipment You Need 

1. Monitor or TV 

2 . 64K Apple II Plus, //e, lie, lie Plus, or IIGS 

3. Disk drive 

(g) 

Apple is a registered trademark of Apple Computer, Inc. 

Lo ad i ng M icrozi n e Jr. 

1 . Open the disk drive door. 

2.. Hold the disk with the label end facing you. 

3. If you have a 3.5-inch disk, insert the disk slowly with the label 
facing up. If you have a 5.25-inch disk and the program you want 
is on Side 1 of the disk, insert the disk slowly with the label facing 
up. If the program you want is on Side 2 of the disk, insert the 
disk slowly with the label facing down. 

4. Close the drive door. 

5. Turn on the computer and monitor (or TV). 


NOTE: Never remove or insert a disk while the disk 
drive's red light is on. 


Using Microzine Jr. 

Using the Microzine Jr. Hand 

You will use the Microzine Jr. Hand icon in most of the features in 
this issue of Microzine Jr. Use the arrow keys or the IJKM keys to 
move the Hand. Type ?, or choose Hand Tutorial, on the Microzine 
Jr. Guide to learn how to use the Microzine Jr. Hand icon. 
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The Microzine Jr. Guide 

The Microzine Jr. Guide lists the Microzine Jr. options in a collection 
of boxes. Each box is labeled. 

Use the Hand icon to point to the box that describes what you want 
to do. A list of items inside that box will appear. Use the Hand again 
to point to what you want to do. For example, if you point to the box 
labeled Letters and press Return, a list of the letters in this issue of 
Microzine Jr. will appear. Use the Hand to point to the letter you 
want to read, and then press Return. 

Troubleshooter 

We included this section in the Microzine Jr. handbook to help you if 
you run into problems using Microzine Jr. Each Microzine Jr. 
program is documented in the handbook, and specific hints for 
using the program are included there. However, we occasionally 
receive calls about more general problems. 

LOADING MICROZINE JR. 

If Microzine Jr. does not appear on the screen, turn the computer 
off. Then turn it back on and try again. Make sure the disk drive door 
is closed, and check to see that the disk drive is hooked up 
correctly. 

APPLE IIC PLUS 

Microzine Jr. programs run most effectively when the Apple lie Plus 
is running in slow mode, rather than fast mode. Put the Microzine Jr. 
disk in the drive. Hold down the Open Apple key, the Control key, 
the Reset key, and the Esc key simultaneously, then release all four 
keys. The computer will reboot the Microzine Jr. program in slow 
\ mode. 
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SUPER 

SUNDAE 

FACTORY 


Microzinejr. 's 
Critical Thinking 
Program 



What You Will Find 

With "Super Sundae Factory," you will connect pipes to link a funnel 
to an ice cream sundae machine. Once the pipes are connected, 
ice cream can flow from the funnel to the sundae machine. You may 
only use each pipe once so you need to plan carefully! And you 
must use every pipe in every puzzle. Solve all 10 puzzles to create 
a super sundae! 
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Copy "Super Sundae Factory" 

Microzine Jr. is committed to offering your students programs that 
will challenge and reinforce their critical thinking skills. To make 
these programs accessible to your entire class, Scholastic grants 
you permission to make one copy of the Critical Thinking Program in 
this issue for each of your students. See the Computer Stuff 
feature on the Microzine Jr. Guide to learn how to copy "Super 
Sundae Factory." 

"Super Sundae Factory" MAIN MENU 
"Super Sundae Factory" has two functions, or things you may do. 
They are SOLVE A PUZZLE and INSTRUCTIONS. 



SOLVE A PUZZLE 

Choose this function to solve one of the 10 Microzine Jr. puzzles 
we made for you. 
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The program will display a puzzle on the Play screen. 



Type P to choose a pipe. The program will display the Pipe screen. 



Use the arrow keys or IJKM to move the blinking arrow cursor to the 
pipe you want to use. Then press Return. 
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The program will return to the Play screen. 



Use the arrow keys or IJKM to place the pipe. Then press Return. 

If you want to move a pipe to a different place, type M to move. One 
of the pipes on the Play screen will flash. Use the arrows to make a 
different pipe flash. When the pipe you want to move is flashing, 
press Return. Then use the arrow keys or IJKM to move the pipe, 
and press Return. 

To remove a pipe from the Play screen, press the M key, then press 
Return. Then press the Space Bar. 

When you have solved a puzzle, "Super Sundae Factory” will 
congratulate you! Then the program will ask if you want to solve 
another puzzle. 

Type Y to solve another puzzle. Type N to return to the "Super 
Sundae Factory" MAIN MENU. 

INSTRUCTIONS 

Choose this function to learn about solving "Super Sundae Factory" 
puzzles. 
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THE SEARCH FOR 
THE SUNKEN 
TREASURE 


A Twistaplot 
Adventure 


TM 



What You Will Find 

You will scuba dive through the cabins of a sunken ship, the Santa 
Clausa, in search of treasure. You will find objects and clues that will 
help you. Beware of Bluebeard the Pirate! 
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Moving Through the Santa Clausa 

In this story, you are the icon below. 


I 

fflllll!‘IIIlitil!Sliil!IIill!!li!!llSSillIIiIitSllillllsll%ilMlIilIil&lli! 

You arc the star of the story. You 
decide what to do and where to 90 in 
your undersets adventure. 

Press RETURN to continue or esc to 
quit. 



Type these commands to swim through the Santa Ciausa: 

• S for Swim: Type S to swim in the direction you are facing. 

You will keep swimming in that direction until you type a different 
command. 

• Z for Zip (Swim fast!): Type Z to zip through a cabin. 

• P for Pause: Type P to stop swimming. 

• R or (ART: right arrow) for Right: Type R or (ART: right arrow) to 
turn right. 

• L or (ART: left arrow) for Left: Type L or (ART: left arrow) to turn 
left. 

• D for Dive: Type D to "dive" up or down a stairway. 

• G for Get: Type G and the name of the object you want to get. 
Then press Return. 
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For example, if you want to get a mop, type G MOP and press 
Return. 

• U for Use: Type U and the name of the object you want to use. 

For example, if you want to use the mop, type U MOP. 

• I for Inventory: Type I to see a list of all the objects you are carrying 
in your dive vest. Press Return to go back to the story. 

• ? for Command List: Type ? to see these commands at any time. 
Press Return to go back to the story. 

CORRECTING MISTAKES 

If you make a mistake while typing, press the Delete key or the (ART: 
left arrow) key to backspace over your mistake. 

FOUR TREASURES 

There are four different versions of this story. In each version, you 
will find a different treasure. 

Each time you read the story, the program will ask if you found any 
treasure. If you did find treasure, type the name of the treasure you 
found. If you did not find any treasure, the program will begin with 
the first version of the story. 

Helpful Hints 

• Make a map of the cabins as you swim through the Santa Clausa. 
Mark where the stairways are and the locations of any people you 
meet. The floorplan of the Santa Clausa is the same in all four 
versions. 

• Keep a list of the things you find in the cabins. You will find things 
in different cabins in each version. 
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INFORMATION, 

PLEASE: OUR 

FIFTY STATES A Database 







What You Will Find 

"Information, Please" is a database of the 50 states in the United 
States of America. You may look through the whole database, or 
find lists of entries by choosing specific categories to search under. 
You may also print the database. 

Solve the database puzzles by searching the database for answers. 
If you are successful, you will receive a reward! 
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"Information, Please" MAIN MENU 
"Information, Please" has three functions, or things you may do. 
They are SEARCH THE DATABASE, SOLVE THE "OUR FIFTY 
STATES" PUZZLES, and INSTRUCTIONS. 


"Infornation, Please- Main Menu 

BB^ear^ThTDatabasSHIIII 


the Our Fifty States Puzzlei 




SEARCH THE DATABASE 

Search the Database has six options. They are Choose Categories, 
Look at Entries, Word Search, List of Entries, Print, and Clear. 

• Choose Categories: Choose this option to search the database 
for specific categories about our 50 states. 
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There are five categories you may use to search through the 
database. They are Region, Population, Size, Natural Wonders, 
and Man-made Wonders. 



Use the arrow keys or the IJKM to select a category, and then press 
Return. The screen will display a list of subcategories to search 
under. 

Subcategories: There are up to four subcategories under each 
category. For example, the subcategories under Natural Wonders 
are Mountain, Water, Cave, Gorge or Canyon, and Other. 




HftTIJRAL PONDERS 


Cave, Gor9e or Canyon 



-■MW..I J 

Each category also has a Clear Category option. (See Clear, page 

18 .) 


Student Handbook 15 






































Use the arrow keys or IJKM to choose either a subcategory or Clear, 
and then press Return. The screen will display the Categories 
menu. 

The subcategory will appear next to its category. The program will 
search through the database to find the states that fit the chosen 
subcategory. 

The number of entries found in the search will appear in the upper- 
right hand corner of the screen. If you have not used the Choose 
Categories or Word Search options, 50 entries will be found, i.e., 
the number of entries in the database. 

Press Return to continue using the database. You may add another 
category to your search, change subcategories, or a clear a category 
from your search. 

Press Esc to return to the Search the Database menu. 

• Look at Entries: Choose this option to look at all the entries in the 
database in alphabetical order. Or, use this option to see all the 
entries found in a search. 

Press Esc to return to the Search the Database menu. 

• Word Search: Choose this option to search the database for a 
specific word(s), character(s), or number(s). 

Type the word(s), character(s), or number(s) you want to search for, 
and then press Return. You can type up to 25 characters. The 
computer will search the database for all the entries that contain the 
characters you typed in. If you already narrowed down your search 
by using Choose Categories, Word Search will only search through 
the list of entries found in that search. 

Make sure to clear the previous search before starting a brand-new 
search. 
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To correct a typing mistake, use the Delete key or («-) key to 
backspace over the mistake. 

Press Esc to return to the Search the Database menu. 

• List of Entries: Choose this option to see a list of all the entries in 
the database, in alphabetical order. Or, use this option to list all 
the entries found in a particular search. 

Use the arrow keys or IJKM to select the entry you want to read, 
then press Return. The entry you have chosen will be displayed on 
the screen. You can only read one entry at a time. 

• Print: Choose this option to print one entry, all of the entries 
found in a search, the entire database, or just a list of the entries 
found in a search. 

The program will ask if you want to have the Line Feed option turned 
on. 

The Line Feed option moves the paper through your printer one 
line at a time. Some hardware (printers, or printer cards, for example) 
automatically moves the paper through the printer one line at a time, 
so you will not want the Line Feed option turned on (No). 

Some hardware does not automatically move the paper through the 
printer one line at a time, so you will want the Line Feed option 
turned on (Yes). 

To test whether you need the Line Feed option turned on or off, 
print a database entry. 

If the text appears as one solid black line, you need the Line Feed 
option turned on. 

If the text appears with white line spaces between lines of text, you 
need to turn the Line Feed option off. 
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Press Esc to stop printing. 


• Clear: Choose this option to clear the entire database of entries 
found in previous searches. Use this option if you would like to 
begin a new search. 

SOLVE THE "OUR FIFTY STATES'' 
PUZZLES 

Choose this function to solve the database puzzles. There are 
three levels of difficulty: Easy, Medium and Challenging. 

The Easy puzzle has two questions, the Medium puzzle has three 
questions, and the Challenging puzzle has five questions. 

If you don't know the answer to a question, or if you type in the 
wrong answer, press Esc to return to the MAIN MENU. Then 
choose Search the Database to find the answer in the database. 

When you know the answer to a question, choose SOLVE THE 
"OUR FIFTY STATES” Puzzles again. The program will ask if you 
want to return to the puzzle you were playing before, or if you want 
to choose another puzzle. Use the arrow keys or IJKM to choose, 
then press Return. 

INSTRUCTIONS 

Choose this function to read about how to use the database and 
solve the puzzles. 
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EYE SPY 


"The Confusing 
Classroom" 



What You Will Find 

You will look at a picture and then use a magnifying glass to uncover 
the mistakes in "The Confusing Classroom." 

Moving Around "The Confusing Classroom" 

Use the magnifying glass to point to what you want to do, and to 
point to the mistakes in the picture. Use the arrow keys or IJKM to 
move the magnifying glass. 

If you have a mouse attached to your computer, use the mouse to 
move the magnifying glass and point to what you want to do. Then 
click the mouse button once. 
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Options 

Eye Spy has five options, or things you may do. They are Quit, Yes, 

No, Help, and Check Up. 

• Quit: Choose this option when you are finished playing. You can 
also quit by pressing ESC. 

The magnifying glass will jump to the Quit option. The program will 

ask, "Are you sure you want to quit?" 

• Yes: Choose this option if you want to quit. 

• No: Choose this option if you want to continue playing. 

• Help: Choose this option to read the instructions at any time. You 
can also choose this by typing ?. The magnifying glass will jump to 
the Help option. 

• Check Up: Choose this option to see how many mistakes you 
have found. You can also choose this by typing C. The 
magnifying glass will jump to the Check Up option. 
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COMPUTER 

STUFF 


A Utility 



What You Will Find 

"Computer Stuff” has two functions, or things you may do. They are 
COPY A PROGRAM, and INITIALIZE A DISK . 

COPY A PROGRAM 

Microzine Jr. is committed to offering your students programs that 
will challenge and reinforce their critical thinking skills. To make 
these programs accessible to your entire class, Scholastic grants 
permission for you to make one copy of the Critical Thinking 
Program in this issue for each of your students. 

You may use any ProDOS copy utility to make copies of "Super 
Sundae Factory." Follow the directions on your copy utility to Copy 
a Disk. 
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INITIALIZE A DISK 

Choose this function to initialize a data disk. Use the Hand to 
choose INITIALIZE A DISK and then press Return. 

A data disk is a blank disk (or one that you don't mind erasing) that 
has been initialized by Microzine Jr. Initializing a disk gets it ready to 
save your data for Microzine Jr. 

IMPORTANT: You may only use a data disk initialized by 
"Computer Stuff" with this issue of Microzine Jr. You 
may not use a data disk initialized by another ProDOS 
utility. 

The program will tell you that you need a blank disk, or one you don't 
mind erasing. The Hand will be pointing to "NEXT.” Press Return. 

The program will tell you to put the disk into Drive 1. The program 
will tell you that the disk will be erased. It will ask, "Do you want to go 
ahead?” Use the Hand to point to "YES" or "NO," and then press 
Return. 

The program will initialize the disk. Then the "Computer Stuff” list of 
functions will appear. You now have a data disk. You may use it for 
any Microzine Jr. feature that requires a data disk. 

NOTE: You will not need a data disk with this issue of 
Microzine Jr. 
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TEACHER'S 

GUIDE 


MICROZINE JR 
SCOPE & SEQUENCE 
CHART 


CURRICULUM AREAS 


# 


Reading i 


• 

• 



• 




Math 

mmSBSSsm ' I ■ ' ■■ ■ : 

• 




Social Studies 


• 

• 




THINKING SKILLS 


Critical Thinking 

• 

• 

• 

• 

: : ng 

• 

• 


• 

Maps/Charts/Graphs 


• 



Visual Discrimination 

• 



• 
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SUPER 

SUNDAE 

FACTORY 


Microzinejr. 's 
Critical 
Thinking 
Program 


DIFFICULTY LEVEL: Challenging, Average, Easy 
VOCABULARY PREVIEW: machine, factory, sundae, pipe, funnel 


SCHOOL ACTIVITIES 

MAPPING: Have students draw a map of the classroom and circle 
their own desk on the map. Choose a location in one corner of the 
map and ask students to draw the shortest route from their desks to 
that location. Then have students use different methods to reach 
their destination. For example, ask students to draw a route where 
they may only turn left twice. Or, have them draw the longest 
possible route from their desk to the chosen spot without re¬ 
crossing the path. 

LANGUAGE ARTS: To make a super sundae, students had to fit the 
pipes in the proper place and order. Explain to students that these 
rules of "place and order" apply to language, too. Select a paragraph 
from a student text which is at least five sentences long. Write the 
sentences on the board in a different order than they appear in print. 
Can students figure out which sentence comes first, second, and so 
on? Explain that this challenge is similar to making a super sundae! 


HOME ACTIVITIES 

ART & DESIGN/WRITING: Have students draw pictures of a "super" 
machine they would like to build. Then have students write a brief 
story about the machine by answering these questions: What would 
the machine make? What would go into the machine and what 
would come out? Why would people use the machine? 
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THE SEARCH 
FOR THE 
SUNKEN 
TREASURE 


AMicrozine 

Jr. 

Twistaplot™ 

Adventure 


DIFFICULTY LEVEL: Challenging, Average, Easy 
VOCABULARY PREVIEW: galleon, swabber, dive vest, pirate 


SCHOOL ACTIVITIES 

SOCIAL STUDIES: Explain to students that though the "Santa 
Clausa" is an imaginary name, this type of ship brought many 
explorers across the oceans. Have students research the Spanish 
galleon in an encyclopedia. Have them answer the following 
questions: How large was it? At what time in history did it sail? How 
many people could it carry? Did any famous Spanish galleons come 
to the U.S.? 

Have students present short reports about this ship, and the 
explorers and pirates that made it famous. 

MAPPING: Have each student choose a favorite cabin on the 
"Santa Clausa." Using the program's commands, have students 
write a set of directions to the cabin. Remind students to think about 
the objects they might need to reach the cabin, such as the mop or 
bottle. Then have students exchange directions and use the 
program to reach each favorite cabin. 
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HOME ACTIVITIES 

RESEARCH/ART: Have students consult an encyclopedia to learn 
more about their favorite cabins. How were these rooms used on a 
real sea voyage? Have students draw a picture of their favorite 
cabins as they might have looked to real sailors on a Spanish 
galleon. 


Hints for solving "The Search for the Sunken Treasure:" 

Treasures: Version A: GOLD Passwords: Version A: STARBOARD 

Version B: CHINA Version B: PORT 

Version C: SPICES Version C: STERN 

Version D: JEWELS Version D: BOW 

In the Jolly Boat, get the oar (G OAR). Use the oar to give the carpenter something to repair in the Carpenter's 
Cabin (U OAR). 

In the Boatswain's Cabin, get the mop (G MOP). Use the mop to help the swabber on the Forecastle (U MOP). 

In the Storeroom, get the bottle of water (G BOTTLE). Use the bottle to give the cook a drink in the Galley (U 
BOTTLE). 

In the Cargo Hold, get the hammock (G HAMMOCK). Use the hammock to give the pirate-ghost something soft 
to sleep on (U HAMMOCK). 

In Version A, get the key in the Master's Cabin (G KEY). Use the key to unlock the treasure chest in the Treasure 
Cabin (U KEY). 

In Version B, get the key in the Purser's Cabin (G KEY). Use the key to unlock the treasure chest in the Treasure 
Cabin (U KEY). 

In Version C, get the key in the Chaplain's Cabin (G KEY). Use the key to unlock the treasure chest in the 
Treasure Cabin (U KEY). 

In Version D, get the key on the Main Deck (G KEY). Use the key to unlock the treasure chest in the Treasure 
Cabin (U KEY). 
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INFORMATION, 
PLEASE: OUR 
FIFTY STATES 


A Database 


DIFFICULTY LEVEL: Challenging, Average, Easy 
VOCABULARY PREVIEW: population, man-made wonder, plateau 


SCHOOL ACTIVITIES 

SOCIAL STUDIES: Using the information provided in the database, 
have students rank the 50 states in two ways: By populaton and by 
size. Have students compare the two lists and answer the following 
questions: Which states are the largest in area? Which states are 
home to the most people? Point out that some of the smallest 
states are the most populated, and some of the largest states have 
the fewest people! Discuss possible reasons for small and large 
populations: climate, job opportunities, industry, topography. 
Students may find page 30 of this guide helpful in setting up their 
charts. 


HOME ACTIVITIES 

RESEARCH/WRITING: Have students research and discover 
interesting facts about their home states. Have students use the 
database and the school library to write short reports about the state. 
Students may also write to the state's Chamber of Commerce for 
more "little-known” facts. 
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EYE SPY 


"The Confusing 
Classroom" 


DIFFICULTY LEVEL: Challenging, Average, Easy 
VOCABULARY PREVIEW: pupil, globe 


SCHOOL ACTIVITIES 

WRITING: Have students list the objects that do not belong in "The 
Confusing Classroom," such as the blender and the kite. Have 
students write a sentence for each object that describes where it 
does belong. For example, students could write about the blender: 
"A blender is found in a kitchen or restaurant." They might find page 
29 of this guide helpful in setting up their lists. 

Have students write a story about an imaginary day they spent in 
"The Confusing Classroom." Have them include a description of the 
objects that don’t belong in the classroom and how they got there. 


HOME ACTIVITIES 

ART/WRITING: Have students draw pictures of their bedrooms at 
home. Have them draw items that belong in their rooms, and items 
that do not belong there. Then have students exchange pictures 
and identify the things that don't belong in the drawings. 
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'The Confusing Classroom" ACTIVITY PAGE 


CLASSROOM CLEANUP 


In "The Confusing Classroom," you saw pictures of objects that do 
not belong in a classroom. Use the chart below to list each object 
and classify them by where they might belong. 

DOESN'T BELONG WHERE IT BELONGS 

IN THE CLASSROOM 


This Activity Page may be reproduced for use in your classroom. Copyright © 1990 by Scholastic Inc. 
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Information, Please: Our Fifty States" ACTIVITY PAGE 


STATE STATISTICS 


In "Information, Please: Our Fifty States," you learned about the 
size and population of each of our 50 states. Use the charts below 
to rank the states by both size and population. Make a list of the 10 
largest states by area. Then make a list of the 10 states with the 
most people. Do the biggest states have the most people? 

TOP TEN STATES: TOP TEN STATES: 

SIZE PEOPLE 


This Activity Page may be reproduced for use in your classroom. Copyright ©1990 by Scholastic Inc. 
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SOFTWARE LICENSE AND LIMITED WARRANTY AGREEMENT FOR 
COPY PROTECTED SOFTWARE PUBLISHED BY SCHOLASTIC INC. 


IMPORTANT: READTHIS LICENSE AND LIMITED WARRANTY AGREEMENTCARE- 
FULLY BEFORE USING THE ENCLOSED SOFTWARE AND DOCUMENTATION. THEN, IF 
YOU AGREE WITH THE TERMS OF THIS AGREEMENT, FILL OUT AND SIGN THE 
ATTACHED WARRANTY REGISTRATION CARD AND SEND IT TO SCHOLASTIC INC. 
(SCHOLASTIC). IF YOU DO NOTAGREE WITH THESETERMS, RETURN THIS PACKAGE 
TO SCHOLASTIC IN RESALEABLE CONDITION FOR A FULL REFUND. 


1. COPYRIGHT 

The software programs contained on the disk(s) and the documentation in this package are fully 
protected by U.S. copyright law. Scholastic and/or the author(s) of this program own all right, title 
and interest in any copyright in the program. It is against the law to copy or in any way duplicate 
the documentation, disk(s), or any portion of the program except under the terms and 
conditions expressiy stated in this Software License and Warranty Agreement. 

^ 2. USER’S RIGHTS AND RESPONSIBILITIES 

Under the terms of this license and U.S. copyright law, you have certain rights to use the disk(s) and 
documentation included in this package. You also have the responsibility not to use the disk(s) and 
documentation in a manner that violates this license or copyright laws. Any rights not specifically 
granted herein are reserved by Scholastic. Your specific rights and responsibilities are: 

Previewing the Program 

• You MAY use and review the software and documentation in this package for up to 30 days 
before deciding to purchase it. If you do not return the complete package to Scholastic in 
resaleable condition within that 30 day period, you agree to purchase the software package. 

• You MAY NOT copy the contents of the disk(s) or any of the documentation in this package 
during the preview period for any reason whatsoever. 

Completing the Warranty Registration Card 

-- O n e o you have p urchased tf^sof tware-package, you MUST complete the attached 

Warranty Registration Card and return it to Scholastic to be eligible for technical service, free 
disk replacement, product information, and free disk updates. 

Using the Program 

• You MAY NOT copy the contents of any of the disk(s) in this package unless permission to 
copy is expressly granted in the documentation . 

• If you want multiple copies of the disk(s), you MAY, as the owner of the program, buy them 
from Scholastic at a per disk price to create a Customized Lab Pack. 

• You MAY NOT load the contents of the disk(s) in this package into more than one computer 
for simultaneous use. This so called "multi-loading” constitutes copying the program and is 
expressly forbidden by this Agreement. 

• You MAY NOT copy the program onto a network or other multiple-user device. If you wish to 

^ install the program on a network or other multiple user device, you MUST purchase either a 

network version or a network license for the stand-alone version of the program. 

• If permission for hard disk use is granted in the documentation, you MAY install the program 
onto and use the program on one hard disk at any one time. To install the program on 
additional hard disks, you MUST purchase additional packages. 

Replacing a Damaged or Defective Disk 

• If a disk is damaged or defective, send the defective disk to Scholastic for a free replacement 
(see instructions under Software Warranty and Lifetime Replacement Policy section below). 
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Copying the Documentation 

• You MAY NOT duplicate pages from the enclosed documentation for any purpose unless 
permission is expressly granted within the documentation. 

• You MAY NOT make copies of activity books or any other print items that are sold separately 
by Scholastic. 

• For permission to copy print materials for use at workshops or teacher training sessions, 
contact Scholastic Software at 800-541-5513. In Missouri, call 800-392-2179. 

Restriction on Distribution, Sale or Lease of Programs or Documentation 

• You MAY NOT distribute, sell or lease copies of the program or documentation unless you 
have been given explicit written permission to do so by Scholastic. 

3. SOFTWARE WARRANTY AND LIFETIME REPLACEMENT POLICY 

Scholastic warrants the original purchaser of this product that the disk(s) containing the Scholastic 
program shall be free from defects in materials and workmanship. If a disk becomes defective at any 
time, you may return it to Scholastic for a free replacement. To be eligible for free disk replacements 
and technical support, you MUST HAVE completed and returned the attached Warranty Registration 
Card. 

Send disk(s) and correspondence to: Scholastic Software 

P.O. Box 7502 
2391 E. McCarty St. 

Jefferson City, MO 65102 

In Canada: Scholastic Software In Australia: Ashton Scholastic Software 

123 Newkirk Rd. P.O. Box 579 

Richmond Hill L4C 3G5 Gosford, N.S.W. 2250 

Ontario, Canada Australia 

4. DISCLAIMER 

This warranty does not apply to the software programs contained on Scholastic disks, which 
programs are sold “as is”. This warranty is in lieu of all other warranties, whether oral or written, 
expressed or implied. Any implied warranties, including implied warranties of merchantability and 
fitness for a particular purpose, are limited in duration to ninety (90) days from the date of purchase of 
this product. Scholastic shall not be liable for incidental and/or consequential damages for the breach 
of any expressed or implied warranty, including damage to property and, to the extent permitted by 
faw, damages for personaf injury. Some states do not afTow the exclusion or limitations on how long 
an implied warranty lasts, so the above limitation or exclusion may not apply to you. 

This warranty shall not be applicable to the extent that any provision is prohibited by any federal, 
state, or municipal law that cannot be preempted. This warranty gives you specific legal rights, and 
you may also have other rights which vary from state to state. 

5. MISCELLANEOUS 

This Software License shall be governed by the laws of the State of New York and shall inure to the 
benefit of Scholastic Software, a division of Scholastic Inc., its successors and assigns. 

6. ACKNOWLEDGEMENT 

Licensee acknowledges that he has read this Software License, understands it, and agrees to be 
bound by its terms and conditions. Licensee also agrees that this agreement is the complete and 
exclusive statement of agreement between the parties and supersedes all proposals or prior agree¬ 
ments, verbal or written, and any other communications between the parties relating to the subject 
matter of this agreement. 
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7. Which subject(s) use this product? 

[ ] Math [ ] Language Arts 

[ ] Science [ ] Business Ed 

[] Reading [] Other (Specify): 


N 

N 


Social Studies 
Computer Studies 


Where is product primarily used? 

[ ] Classroom [ ] Library/Media Center 

[ ] Computer Lab [ ] Home 

[] Other (Specify): 


N 

n 


Resource Room 
Office 


9. How is the product primarily used? 

[ ] Basic Instruction [ ] Enrichment [ ] Remediation [ ] Tool 


10. For each of the following questions, enter the code that corresponds to the 
appropriate answer. 

01- Teacher 05- Curriculum Coordinator 

02- Principal 06- Purchasing Agent 

03- Department Head 07- Other (Specify):_ 

04- Computer Coordinator 

a) Who expressed initial interest in buying this product? Code __ 

b) Who made the final decision to purchase this product? Code _ 

c) Who placed the order for this product? Code 


11. What source(s) of funds were used to purchase this product? 

[ ] School Budget [ ] Federal Funds [ ] State Funds 

[ ] District Budget [ ] Other (Specify) : _ 
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SCHOLASTIC SOFTWARE WARRANTY REGISTRATION CARD 

To be eligible for technical service, free disk replacement, product information, and free disk updates, please 
complete the following. 


Name:_____ 

I have read the Software License and Warranty Agreement and agree to abide by its terms. 

Signature___Date_ 

Title: [ ] Teacher [ ] Curriculum Coordinator 

[] Department Head [] Other (Specify):__ 

[ ] Computer Coordinator 

(If non-teacher, please fill in home address) 

School ____ 

Street Address___— 

City, State, Zip____ 

Title of Product Purchased__ 


Date Purchased 


Ages of Software User(s): (circle all that apply) 


6 7 8 9 10 11 12 13 14 15 16 17 18 Adult 


Computer Version: [ ] Apple [ ] MS-DOS 


Disk Format: [ ] 5.25” [ ] 3.5“ 



1 . How did you learn about this product? 



[ ] Scholastic Software Catalog 

n 

Magazine Review 

[ ] Scholastic Sales Representative 

n 

Educators' Workshop 

[ ] Scholastic Authorized Education Dealer 

n 

Scholastic Family Catalog 

[ ] Received Information in the Mail 

[ ] Magazine Advertisement 

n 

Recommended by friend/colleague 

2. What factor most influenced your decision to 
(Please check one box only.) 

purchase this product? 

[ ] Scholastic's reputation 

[] 

Service/Warranty Policy 

[ ] Price 

n 

Other (Specify): 

[ ] Wanted that specific product 




(Educators only please continue) 


3. 

School Location: 

[ ] Urban [ 

] Suburban 

[ ] Rural 


School Type: 

[ ] Public [ 

] Private 



Student Enrollment: 

[ ] 1-299 [ 

] 300-499 

[ ] 500+ 

4. 

Approximate number of the following computers in 

your school: 



Apple II Series 

IBM/MS-DOS 

Macintosh 


5. 

Memory most available: 

[ ] 48K [ 

] 128K 

[ ] 512K 



[] 64K [ 

] 256K 

[ ] 1MB 


6. Disk drive configuration most available: 

[ ] One 5.25" [ ] Two 3.5" [ ] One 5.25" and one 3.5" 

[ ] Network [ ] Hard Disk 


► 


► 
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With fun and excitement 
for the whole family! 


• Apple 

• Macintosh 

• MS-DOS 

• Nintendo 





































Dear Parent, 

Scholastic is proud to celebrate its 70th year of helping 
children, their teachers and their parents make the bridge 
between schooling and learning at hcxne. Now, with more and more 
families owning computers. Scholastic is building a new 
bridge.. .with educational software and family-oriented computer 
games. These pages contain our recommendations of the best 
software available for your children. One of my personal 
favorites is Hidden Agenda, (listed below) which is a 
challenging and intriguing program everyone loves to play. 

Each program comes with Scholastic's money back guarantee. If 
you are not completely satisfied, return the software (in 
resalable condition) within 30 days for a complete refund. 

To order, call our toll-free Software Center at 800-541-5513, or 
use the convenient order form and postpaid envelope enclosed. 

Have a great year! 

Sincerely, 

H — 


Peter Reiman 


M SCHOLASTIC 


Publisher, Scholastic Software 



/6od£N faeNDh,, 

A dictatorship is overthrown and you are the new leader of a 
Central American country named Chimerica. In this intrigu¬ 
ing simulation, your negotiating skills and political moves can 
lead to national rebirth.. .or to another revolution. You’ll make 
history, then look into the future and see what history has 
made of you! Ages 12 to adult. 


MS-DOS versions require a color graphics card. 

5.25" disk requires two disk drives or a hard drive. 

Hidden Agenda is a trademark of Spinnaker Software 
Corporation. 


Hidden 

Agenda 

Macintosh 
512K 

MS-DOS 
512K 
5.25" 

MS-DOS 
512K 
3.5" 

DAA83916 

DAA83924 

DAA83930 


Your family price just $59.95 each. 


For your easy reference, we have color-coded the 
following sections: 


FAMILY FUN 

PAGES 4-5 


READING & WRITING 

PAGES 6-7 

EARLY LEARNING 

PAGES 8-10 


CREATIVITY FOR KIDS 

PAGE 11 


FAVORITE TV GAMES 

PAGES 12-15 

MATH/PROBLEM SOLVING 

PAGES 16-19 

MBffiPlIilillimBIlIMM.— 

ADVENTURE GAMES 

PAGE 22 


HOME OFFICE 

PAGE 23 


“Hidden Agenda” is a perfect way 
to help students understand the 
complex problems of governing a 
country populated by diverse 
interests and philosophies.. .An 
uncannily realistic scenario of a 
newly born Central American 
democracy.” 

—Electronic Learning 




OOK PUBLISHER 


Write, design, illustrate—then print out your 
own big books with Clifford, the Big Red Dog 
and characters from fairy tales and history. 
Choose any of four sizes, from miniature to 
huge. Print them out in color or in black and 
white for kids to color with crayons or mark¬ 
ers. Discover the fun of publishing with a 
helping paw from Clifford. Ages 4-7. 


Clifford’s 
Big Book 
Publisher 

Apple 

128K 

5.25" 

Apple 

128K 

3.5" 

MS-DOS 

256K 

5.25" 

MS-DOS 

256K 

3.5" 

DAA82632 

DAA82970 

DAA82971 

DAA82972 


Your family price only $39.95 each. 


Only Apple versions print in color. 


SUPER STORY 
TREE” 

Stories! Sound! Action! All created by you! 

You’re the author of imaginative, interactive 
stories with graphics, special effects, and 
sounds that spur the reader’s interest. Page 
by page, your story branches out from one 
beginning to many possible endings through 
the page-linking features. A continue link 
takes the reader directly to the next page. A 
choice link gives the reader up to eight paths 
to follow, and a chance link sends the reader 
to one of two different pages. Readers inter¬ 
act with the story on screen or read the story 
printed out in a branching adventure format. 
Ages 10 to adult. 




Apple 

Apple 

MS-DOS 

MS-DOS 

Super Story 

128K 

128K 

256K 

256K 

Tree 

5.25" 

3.5" 

5.25" 

3.5" 


DAA81990 

DAA81991 

DAA81992 

DAA81993 


Your family price only $69.95 each. 
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SCHOLASTIC 

SUPERPRINTF 


With SuperPrint! you can create real art, imaginative banners, 
calendars and greeting cards. Place graphics anywhere you like— 
above your letters, between them, inside them. SuperPrint! doesn’t 
limit placement of graphics and text. If you’re going to be creative, 
let everybody see it with eye-popping posters up to four feet tall. 
SuperPrint’s finely detailed graphics make delightful signs, party 
invitations and more! It takes just a few key presses to get remark¬ 
able results with hundreds of pieces of clip art, designs, borders, 
formats and choice of fonts. It prints on most dot matrix printers, or 
in color (Apple version only) with an ImageWriter II. 




Apple 

Apple 

MS-DOS 

MS-DOS 


128K 

128K 

256K 

256K 

SuperPrint! 

5.25" 

3.5" 

5.25" 

3.5" 


DAA98852 

DAA81972 

DAA98993 

DAA81973 


Your family price only $29.95 each. 


MS-DOS versions require a color graphics card. 

Scholastic SuperPrint! is a registered trademark of Scholastic Inc. Software 
copyright © 1989 Pelican Software Inc. 


Expand the fun and learning power of SuperPrint! 
with Graphics Packs and Graphics Activity Packs! 


GRAPHICS PACKS 

I Resource Graphics 

Great for home projects on animal 
life, food and nutrition, and careers. 
Add these exciting graphics to 
stories, reports and posters. 


II Famous Places & Times 

Adds new dimensions to explora¬ 
tions of famous places, prehistoric 
times, and Colonial America. 
Illustrate stories with these original 
graphics. 


Ill Holidays and Parties 

Excellent for developing party 
themes and holiday motifs. 

Create party invitations and deco¬ 
rations to help you celebrate. 


IV Special Events 

Ideal for creating posters, banners, 
decorations, and flyers for plays, 
concerts, dances and athletic 
events. 


GRAPHICS ACTIVITY PACKS 

I Early Learning 

Young children are fascinated by the 
dozens of different-sized graphics: 
fairy-tale characters, doll’s house, 
circus scene, pop-up town, pup¬ 
pets, safety signs, and seasonal 
scenes. 

II U.S. Maps 

Older children love to create super¬ 
sized maps of the U.S. or small state 
maps, using clip art to show natural 
resources and landmarks. Ideal for 
learning about the family’s next 
vacation. 

III World Maps 

Major world regions and individual 
countries bring foreign lands within 
a child’s grasp. A 

IV Clifford, The Big Red Dog® i 

Children delight in creating their own 
Clifford books, cards, signs and 
banners. Graphics and pre-made 
designs include poster art, single 
screen art, and clip art of Clifford and 
his friends. 


Graphics and Activity Packs require SuperPrint program disk. 


GRAPHICS PACKS 

Apple 

5.25" 

MS-DOS 

5.25" 

1 Resource Graphics 

DAA98536 

DAA98714 

II Famous Places & Times 

DAA98537 

DAA98715 

III Holidays and Parties 

DAA98544 

DAA98716 

IV Special Events 

DAA99400 

DAA99411 

GRAPHICS ACTIVITY PACKS 

Apple 

5.25" 

MS-DOS 

5.25" 

1 Early Learning 

DAA99399 

DAA99410 

II U.S. Maps 

DAA99401 

DAA99412 

III World Maps 

DAA99402 

DAA99413 

IV Clifford, The Big Red Dog 

DAA82274 

DAA82296 fl| 


Your family price only $19.95 each. 
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HOMEWORK 

WRITER' 

The sure cure for “homework block” that 
makes writing assignments fun! 

Homework Writer takes the worry out of writ¬ 
ing assignments. Need a writing topic? Visit 
the Idea Bank. Need help organizing the 
assignment? Try the Outline Organizer. Ready 
to turn your outline into a first draft? Use the 
Compose word processor. It makes it easy to 
type, revise, and print perfect assignments. 
Three easy steps make Homework Writer t he 
best studying companion to be found. Ages 
12 to 18. 



Apple 

Apple 

MS-DOS 

MS-DOS 

Homework 

Writer 

128K 

128K 

256K 

256K 

5.25" 

3.5" 

5.25" 

3.5" 


DAA86757 

DAA81998 

DAA86758 

DAA81999 


Your family price only $29.95 each. 



COLLEGE APPLICATION 
ESSAY WRITER™ 

You know why you want a higher 
education. Now let them know with 
persuasive essays. 

Specially designed to help college-bound students, 
College Application Writer steps you through the 
process of completing the most common types of 
college essays. 

The program helps you brainstorm ideas, create 
an outline, and then write and revise your final essays 
with a fully functional word processor. A Notepad 
feature enables you to refer back to your original 
ideas and outlines as you are writing your essays. 
For everyone applying to college. 


College 
Application 
Essay Writer 

Apple 

128K 

5.25" 

Apple 

128K 

3.5" 

MS-DOS 

256K 

5.25" 

MS-DOS 

256K 

3.5" 

DAA83246 

DAA83681 

DAA83686 

DAA83687 

Your family price only $29.95 each. 
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Twistaplot™ Reading Adventure Series 

Each TWISTAPLOT package offers two exciting tales. Through careful 
reading and observation, you become part of the action by interacting with 
characters, using the objects found aiong the way, and shaping the out¬ 
come of each story. These exciting adventures motivate children to read 
carefully and solve problems. Ages 9 and up. 


TALES OF FANTASY 

The Frog and the Fables: You find the 
missing morals to the fables; and The Dark 
Tower: Hunt for treasure in King Arthur’s 
castle. 

TALES FROM HISTORY 

The Shot Heard ‘Round the World: Travel 
to Boston for the Revolutionary War; and 
Wagons West: Roll west with a band of 
pioneers. 


TALES OF DARING 

Zazoo Come Home: Rescue a stolen 
short story; and The Funhouse Caper: 

You must solve three mysteries to find a 
missing key! 

TALES OF ADVENTURE 

Adventures in the Microzone: Emerge 
from your miniature state; and North- 
wood Adventure: Face the perils of the 
great outdoors. 


TALES OF SUSPENSE 

The History Mystery: Map your route out 
of a museum; and The Big Nap: Reason¬ 
ing and reading help crack the case in this 
disk noir . 

TALES OF THE FUTURE 

MicroAgent of the Body Guard : Journey 
through a human body; and 2088: An Oval 
Office Odyssey: Run for re-election as our 
President. 


TALES OF DISCOVERY 

Pirates of the Soft Seas: Weigh anchor 
on an exciting treasure hunt; and Fossils 
Alive: Journey back to prehistoric times. 

TALES OF MYSTERY 

Haunted House: Explore a spooky, run¬ 
down mansion; and Mystery at Pinecrest 
Manor: Unravel the clues on your way to 
the solution. 


Twistaplots 

Apple 

48K 

5.25" 

MS-DOS 

128K 

5.25" 

Tales of Fantasy 

DAA98954 

DAA98964 

Tales From History 

DAA98955 

DAA98965 

Tales of Suspense 

DAA98953 

DAA98963 

Tales of the Future 

DAA98951 

DAA98961 

Tales of Daring 

DAA98952 

DAA98962 

Your family price only $16.95 each. 


MS-DOS version requires a color graphics card. 


Twistaplots 

Apple 

48K 

5.25" 

IBM 

128K 

5.25" 

Tales of Adventure 

DAA95143 

DAA97497 

Tales of Discovery 

DAA95442 

DAA95443 

Tales of Mystery 

DAA95139 

DAA97493 

Your family price only $16.95 each. 


Works on IBM PC, PC JR only. Requires color graphics card. 



CALL TOLL-FREE 

800 - 541-5513 
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FISHER-PRICE SOFTWARE 


Exciting sound.. .brilliant graphics.. .simple play. The perfect way to introduce young 
children to the world of computers! 

Fisher-Price presents a series of games especially designed to educate and entertain 
children, ages 3-8. These exceptional programs help develop recognition and memory skills, 
while improving manual dexterity. Multiple skill levels are built in to let the game grow with 
the children. 

The software was designed under the direction of child-care experts, educators, 
parents, and children at Fisher-Price’s Play Laboratory. 

• School Bus Driver Put your kids in the driver’s seat with this role-playing game that 
requires children to navigate through a maze of bus stops to take “Little People” to 
school. The game is not only entertaining, but helps teach a child coordination, sound 
judgment, and recall of details. 

• Perfect Fit Perfect Fit is a match-and-fit game that entertains with shape puzzles 
involving dozens of different Fisher-Price toys, numbers, and letters. 

• Fun Flyer Youngsters can soar over the countryside as they learn compass use and 
coordination. 

• Little People Bowling Alley Can you knock down all six pins with one ball? Just 
position your Little People bowler and roll the ball down the alley. It’s a strike! It also 
is a great way to strengthen your child’s math skills. 

• I Can Remember Challenge your child’s recall of details with this fascinating 
memory game, featuring mystery pictures based on popular Fisher-Price toys. 

• My Grand Piano Children learn more than 30 favorite songs as they play My Grand 
Piano, a Fisher-Price computer-music software program that enables them to create 
and play back original tunes. 

• Firehouse Rescue Firehouse Rescue lets children drive their own fire truck through 
multi-screen mazes to rescue “Little People” and an animated cat! There are seven 
skill levels, so there’s lots of fun for everyone. Firehouse Rescue also teaches 
coordination, decision making, maze 


navigation, and recall of details. 


School Bus Driver 

128K 

256K 

Apple 5.25" 
MS-DOS 5.25" 

DAA83849 

DAA83851 

$14.95 

$14.95 

Perfect Fit 

128K 

256K 

Apple 5.25" 
MS-DOS 5.25" 
Nintendo 

DAA83854 

DAA83856 

DAA84831 

$14.95 

$14.95 

$39.95 

Fun Flyer 

128K 

256K 

Apple 5.25" 
MS-DOS 5.25" 

DAA83834 

DAA83836 

$14.95 

$14.95 

Little People Bowling Alley 

128K 

256K 

Apple 5.25" 
MS-DOS 5.25" 

DAA83859 

DAA83861 

$14.95 

$14.95 


1 Can Remember 

128K 

256K 

Apple 5.25" 
MS-DOS 5.25" 
Nintendo 

DAA83844 

DAA83846 

DAA84830 

$14.95 

$14.95 

$39.95 

My Grand Piano 

128K 

256K 

Apple 5.25" 
MS-DOS 5.25" 

DAA83829 

DAA83831 

$14.95 

$14.95 

Firehouse Rescue 

128K 

256K 

Apple 5.25" 
MS-DOS 5.25" 

DAA83839 

DAA83841 

$14.95 

$14.95 


MS-DOS versions require a color graphics card. 

©1988 Fisher-Price. Fisher-Price, Little People Bowling 
Alley, Fun Flyer, School Bus Driver, I Can Remember, 
Perfect Fit, My Grand Piano, Firehouse Rescue, the awn¬ 
ing design, and Little People Characters and Designs are 
trademarks of Fisher-Price, Division of The Quaker Oats 
Company, East Aurora, NY, 14052. 


ELECTRIC CRAYON SERIES 

Put away those messy paint jars! Scrap that 
box of broken crayons! In each Electric 
Crayon program there are dozens of joyful 
scenes that youngsters will want to color 
again and again. 

Just a keystroke away, a rich assort¬ 
ment of colors waits to be used. Colors are 
easily selected, placed, and erased by 
young artists—ages 3 and up. All scenes 
may be printed. You can make your own 
coloring books! 

Fun on the Farm Thirty delightful 
scenes featuring ducks, chickens, horses, 
and other barnyard dwellers. 

This Land Is Your Land Thirty beau¬ 
tiful pictures of America’s seacoasts, cit¬ 
ies, farmlands, and forests are offered for 
the talented touch of young colorists. 

ABC’s Letters of the alphabet are 
shown in happy scenes involving animals, 
clowns, boats, and other things that kids 
love. 


Sesame Street Crayon—Letters 

for You The gang from Sesame Street 
presents a fun way to learn the alphabet. 

Sesame StreetCrayon—Numbers 
Count Big Bird, Grover, Ernie, and others 
in the Sesame Street cast offer thirty pic¬ 
tures involving the numbers 1 through 10. 

Sesame Street Crayon—Opposites 
Attract Concepts such as “up/down” and 
“push/pull” are portrayed in the thirty 
scenes featuring Sesame Street 
characters. 

Dinosaurs Are Forever—Deluxe 
Edition Hours of coloring fun with the 
Electric Crayon lead to learning about 
26 different dinosaurs. Dinosaur posters, 
banners, and calendars can easily be 
printed. 


Electric Crayon—Fun on the Farm 

128K 

128K 

256K 

Apple 5.25" 
Apple 3.5" 
MS-DOS 5.25" 

DAA82483 

DAA82484 

DAA82481 

$14.95 

$17.95 

$14.95 

Electric Crayon—This Land Is Your Land 

128K 

128K 

256K 

Apple 5.25" 
Apple 3.5" 
MS-DOS 5.25" 

DAA82487 

DAA82488 

DAA82485 

$14.95 

$17.95 

$14.95 

Electric Crayon—ABC’s 

128K 

128K 

256K 

Apple 5.25" 
Apple 3.5" 
MS-DOS 5.25" 

DAA82479 

DAA82480 

DAA82477 

$14.95 

$17.95 

$14.95 

Sesame Street Crayon—Letters for You 

128K 

128K 

256K 

256K 

Apple 5.25" 
Apple 3.5" 
MS-DOS 5.25" 
MS-DOS 3.5" 

DAA82491 

DAA82492 

DAA82489 

DAA82490 

$14.95 

$17.95 

$14.95 

$17.95 


Sesame Street Crayon—Numbers Count 

128K 

128K 

256K 

Apple 5.25" 
Apple 3.5" 
MS-DOS 5.25" 

DAA82496 

DAA82497 

DAA82494 

$14.95 

$17.95 

$14.95 

Sesame Street Crayon—Opposites Attract 

128K 

128K 

256K 

Apple 5.25" 
Apple 3.5" 
MS-DOS 5.25" 

DAA82501 

DAA82502 

DAA82499 

$14.95 

$17.95 

$14.95 

Dinosaurs Are Forever—Deluxe Edition 

128K 

128K 

256K 

Apple 5.25" 
Apple 3.5" 
MS-DOS 5.25" 

DAA82512 

DAA82513 

DAA82510 

$29.95 

$29.95 

$29.95 


MS-DOS versions require a color graphics card. 

Apple versions will run on the Apple lie with extended 
80-column card, IIGS, lie, or Ijc Plus. Compatible black 
and white printers are ImageWriter, ImageWriter II, Scribe, 
and OkiMate 20 (Deluxe only). Compatible color printers 
are ImageWriter II, Scribe, and OkiMate 20 (Deluxe only). 

MS-DOS versions require a color graphics card. Compat¬ 
ible black and white printers are Epson MX/FX/EX/RX and 
JX series, Epson LQ/SQ series, C. Itoh Prowriter, and Apple 
ImageWriter, Okidata 192/193/292/293/294 alternative, IDS 
Prism series, Dataproducts 80XX series, and Toshiba P3XX, 
134X, and 135X families. MS-DOS versions print only in 
black and white. 








































































































LEARNING WITH STICKYBEAR 

Here’s the roly-poly bear that youngsters love! 


Stickybear ABC 

Stickybear romps through the alphabet 
with superb graphics and animation. 

Every letter is represented by several 
animated scenes. Press the letter “B” and 
a brightly colored bee buzzes around the 
dodging Stickybear. Press “B” again and 
a bouncing ball appears with the letter “B” 
and the word “ball.” 

Stickybear Numbers 

Stickybear has a rollicking good time with 
the numbers 0 through 9. 

Several different and delightful scenes 
are presented with each number. Press the 
number 6, and six pudgy penguins waddle 
across the screen. Press 6 again and six 
planes fly in formation across the screen. 

Stickybear Opposites 

The happy bear and his friends present 
colorful, animated scenes to illustrate easy 
antonyms. For example, stunt-pilot Sticky¬ 
bear zooms his plane over a bridge, and 
the word over appears. Then he risks life 
and limb to fly under the bridge as the word 
under appears. 


Stickybear ABC 

48 K 1 

Apple 5.25" 

DAA94414 | 

$39.95 

Stickybear Numbers 

48K 

64 K 
256K 

Apple 5.25" 
Apple 3.5" 
MS-DOS 5.25" 

DAA94415 
DAA87653 
DAA84811 

$39.95 

$39.95 

$39.95 
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Stickybear Shapes 

Stickybear shows off his bag of shape 
tricks: circles, squares, triangles, and 
rectangles. Youngsters pick a shape, and 
colorful animations demonstrating the 
shape are displayed. Next, the shape 
must be named and found among the other 
shapes. 

Stickybear Town Builder 

Youngsters will be delighted to act as 
chauffeurs for Stickybear. But they’ll have 
to learn important map skills to score points 
in this entertaining game. 

Presented with a colorful view of a small 
town, young “drivers” must maneuver a car 
through maze-like streets to reach desig¬ 
nated locations. 

Players have the option of constructing 
their own town, using symbols of buildings 
and trees. 


Stickybear Opposites 

48 K 

64 K 
640K 

Apple 5.25" 
Apple 3.5" 
MS-DOS 5.25" 

DAA94485 

DAA84812 

DAA83865 

$39.95 

$39.95 

$39.95 

Stickybear Shapes 

48 K 

64 K 
640K 

Apple 5.25" 
Apple 3.5" 
MS-DOS 5.25" 

DAA94483 

DAA87657 

DAA83868 

$39.95 

$39.95 

$39.95 

Stickybear Town Builder 

48 K 

64 K 

Apple 5.25" 
Apple 3.5" 

DAA97563 

DAA84813 

$49.95 

$49.95 


MS-DOS versions require a color graphics card. 
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FOR KIDS 




Pow! Zap! Ker-Plunk! 

Watch the excitement as youngsters 
create their own spectacular comic books. 
This simple-to-use program includes 
page layouts and hundreds of pieces of clip 
art. Ideal for improving reading and writing 
skills. 

Robot Writer Plus 

Would you like to have a robot? A family of 
robots? Choose parts from the “Body 
Shop,” and get busy on the assembly line. 
Then write about your mechanical mar¬ 
vels, and print out your own “Robot 
Reports.” 

Transportation Transformation 

Creative writing skills take off when young¬ 
sters construct weird and wacky vehicles. 
Colorful graphics and ingenious contrap¬ 
tions make this program one the Wright 
Brothers would have loved. 

Monstrous Monsters 

Lurking within this double-sided disk are 
monstrous creature posters. Using 
SuperPrint! plus clip art, you can make 
SUPER-SIZED monsters to go along with 
a monster story, or just add your own 
uncanny captions. Requires SuperPrint! 
program disk. 


Pow! Zap! Ker-Plunk! 

128K 

128K 

Apple 5.25" 
Apple 3.5" 

DAA84800 

DAA84801 

$49.95 

$49.95 

Robot Writer Plus 

128K 

128K 

Apple 5.25" 
Apple 3.5" 

DAA84803 

DAA84804 

$59.95 

$59.95 

Transportation Transformation 

64 K 
256K 

Apple 5.25" 
MS-DOS 5.25" 

DAA82666 

DAA82667 

$39.95 

$39.95 

Monstrous Monsters 

128K | 

Apple 5.25" 

DAA84829 | $24.95 


Monsters and Make-Believe 

Make one monster or several, choosing 
from over one hundred body parts. Add a 
silly prop, like a friendly bat. Type in the 
dialogue and enjoy the laughter. 

Dinosaur Days 

Create an endless drove of fantastic dino¬ 
saurs, traveling back in time on a two-disk 
journey. Then, using the built-in text pro¬ 
cessor, write a story and become an 
“Authorsaurus.” 

Creation 

Lights! Camera! Action! Create hundreds 
of scenes putting your family in the cast of 
characters. Have them write their own 
scripts, then bring the stories to life with 
simple animation. 



Monsters and Make-Believe 

64K 

256K 

Apple 5.25" 
MS-DOS 5.25" 

DAA84805 

DAA84806 

$39.95 

$39.95 

Dinosaur Days 

64 K 
128K 

Apple 5.25" 
MS-DOS 5.25" 

DAA84807 

DAA84808 

$39.95 

$39.95 

Creation 

64 K 
256K 

Apple 5.25" 
MS-DOS 5.25" 

DAA84809 

DAA84810 

$39.95 

$39.95 


MS-DOS versions require a color graphics card. 


11 


l 











































































































Win, Lose or Draw 

How fast can you guess what the 
computer is drawing? If you are “quick 
on the draw,” you’ll be a BIG WINNER in 
this official version of one of TV’s 
hottest game shows! 


Win, Lose or Draw Jr. 

Win, Lose or Draw Jr. tests the skills of 
youngsters, ages 8-15. 


Win, Lose or Draw Deluxe 

Win, Lose or Draw Deluxe offers double the 
fun and excitement, with two disks and 
more than 300 picture puzzles. 


Super Password 

This exciting word association game will 
provide hours of thrilling play that’s just like 
the TV original. And the game is so easy 
to play! Anyone who can read will love it. 


Hollywood Squares 

Competition runs high when you match wits 
with celebrities. Is the star giving a correct 
answer or making one up? Only you can 
decide. 


Double Dare 

Think fast—test your mind with questions 
on every subject from rocks to rock ’n roll. 
Move fast—test your skill as those famous 
Double Dare stunts stretch your reflexes 
to the limit. 


Comb your mind for phrases you may have 
learned in school, names of famous people, song titles, 
movies, political slogans, and hundreds of other categories. Everything you’ve ever learned, 
read, seen, tasted, or overheard is fair game in this official TV game show software. 

You are the contestant playing against the computer or a couple of friends or family 
members. Choose your category, and rack your brains to come up with the questions to 
answers—just like the show. Will you double your money in Double Jeopardy? (Watch the 
losers throw tantrums on your screen.) 

To keep your adrenaline pumping, you’ll hear the roar of the audience when you win. 
And the show’s familiar theme song punctuates the fast-paced play. 

There are four great editions, including a Sports Edition, and Jeopardy! Junior for kids 
(ages 8 and up). 


JEOPARDY! 


Jeopardy! Sports Edition 

64 K 
256K 

Apple 5.25" 
MS-DOS 5.25" 

DAA82588 

DAA82587 

$12.95 

$12.95 

Jeopardy! Junior 

64K 

256K 

256K 

Apple 5.25" 
MS-DOS 5.25" 
MS-DOS 3.5" 
Nintendo 

DAA81283 
DAA81284 
DAA82617 
DAA84835 

$12.95 

$12.95 

$12.95 

$49.95 


Jeopardy! 

64 K 
256K 

Apple 5.25" 
MS-DOS 5.25" 

DAA99211 
DAA99212 

$12.95 

$12.95 

Jeopardy! 2nd Edition 

64 K 

256K 

256K 

Apple 5.25" 
MS-DOS 5.25" 
MS-DOS 3.5" 

DAA86554 

DAA86555 

DAA82615 

$12.95 

$12.95 

$12.95 


MS-DOS versions require a color graphics card. 



All the fast action and 
excitement of the original 
TV show is captured on the 
Nintendo version of Win 
Lose or Draw. 


Press Your Luck 

Don’t let the nasty old whammy take all of 
your winnings away! Wait for just the right 
moment to push that button and you could 
be the one to take home the money. 


Super 

Password 



128K 

256K 

Apple 5.25" 
MS-DOS 5.25" 

DAA84814 

DAA84816 

$14.95 

$14.95 

Hollywood Squares 

128K 

256K 

Apple 5.25" 
MS-DOS 5.25" 

DAA84817 

DAA84819 

$14.95 

$14.95 

Double Dare 

128K 

256K 

Apple 5.25" 
MS-DOS 5.25" 

DAA84821 

DAA84823 

$14.95 

$14.95 

Press Your Luck 

128K 

256K 

Apple 5.25" 
MS-DOS 5.25" 

DAA84825 

DAA84827 

$14.95 

$14.95 


Win, Lose or Draw 

128K 

256K 

Apple 5.25" 
MS-DOS 5.25" 
Nintendo 

DAA82525 

DAA82524 

DAA82527 

$14.95 

$14.95 

$39.95 

Win, Lose or Draw Jr. 

128K 

256K 

Apple 5.25" 
MS-DOS 5.25" 

DAA82529 

DAA82528 

$14.95 

$14.95 

Win, Lose or Draw Deluxe 

128K 

256K 

Apple 5.25" 
MS-DOS 5.25" 

DAA82532 

DAA82531 

$26.95 

$26.95 


MS-DOS versions require a color graphics card. 
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What will Vanna wear tonight? This time, you’re 
the first to know, because you’re the contestant on the 

most popular TV game show of all time. While 49 million people merely sit and watch “Wheel 
of Fortune” on TV, you join in and play. The tension is unbearable—You win! You lose! You 
go for broke! You sit on the edge of your chair and pit your wits against the rest of your family, 
against your friends—even against the computer. 

This official TV game show software is exactly like the real item, right down to the clock 
and the pulse-pounding sound of the spinning Wheel of Fortune. Thousands of phrases, 
full-color graphics, great sound, and simple keystroke commands make this game a big winner. 

NOW AVAILABLE... Bring more of that authentic Wheel of Fortune magic to your com¬ 
puter screen with the Second Edition and the NEW Third Edition. 


Wheel of Fortune 

128K 

256K 

Apple 5.25" 

MS-DOS 5.25" 

Nintendo 

DAA99217 

DAA99218 

DAA84833 

$12.99 

$12.99 

$49.95 

Wheel of Fortune 2nd Edition 

128K 

256K 

Apple 5.25" 

MS-DOS 5.25" 

DAA86551 

DAA86552 

$12.99 

$12.99 

Wheel of Fortune 3rd Edition 

128K 

256K 

Apple 5.25" 

MS-DOS 5.25" 

DAA81277 

DAA81278 

$12.99 

$12.99 


MS-DOS versions require a color graphics card. 
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CLASSIC 

CONCENTRATION 

The sharper your memory, the better your 
chance at the grand prize in this original 
version of the popular TV game show. It 
takes concentration to match the pairs of 
prizes shown on the board. Over 100 dif¬ 
ferent puzzles make this great family 
entertainment. 


Classic Concentration 

128K 

256K 

Apple 5.25" 
MS-DOS 5.25" 

DAA86557 

DAA86558 

$12.99 

$12.99 


MS-DOS version requires a color graphics card. 




FAMILY FEUD 

Just like the network TV show, Family 
Feud is bursting with hundreds of origi¬ 
nal questions and survey answers. 

Your palms are sweaty. Your heart is 
beating fast. It’s your family against the 
neighbors, you against a friend, or any 
two teams you can line up. Winning 
Family Feud is not just a matter of know¬ 
ing the right answers. It’s your skill in 
predicting how others answer questions. 
The strategy you develop as you play will 
let you trounce the folks next door. 

This edition has it all—the lively 
music, colorful graphics, and contest¬ 
ants who cheer when they win and fume 
when they lose. Treat the family to hours 
of nonstop entertainment. 


CLASSIC 
CONCENTRATION 
2nd Edition 

Experience the challenge.. .the excite¬ 
ment. . .the magic.. .in the 2nd edition of 
this official TV game show. Match the 
pairs of prizes on the board to uncover 
more than 100 NEW mind-teasing 
puzzles. 


Classic Concentration 2nd Edition 

128K 

256K 

Apple 5.25" 
MS-DOS 5.25" 

DAA81280 

DAA81281 

$14.99 

$14.99 


MS-DOS version requires a color graphics card. 


Family Feud 

64 K 
256K 
256K 
64 K 

Apple 5.25" 
MS-DOS 5.25" 
MS-DOS 3.5" 
Commodore 

DAA99214 

DAA99215 

DAA82620 

DAA99216 

$12.99 

$12.99 

$15.99 

$12.99 


MS-DOS versions require a color graphics card. 



CALL TOLL-FREE 

800-541-5513 
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The fun, the challenge— 
and the practical applications. 

The Math Shop programs allow children to apply math concepts to “real world” problem¬ 
solving situations. Each program, set in a colorful shopping mall, features ten different 
simulations with hundreds of different problems, automatically adjustable skill levels, 
instant feedback (with clues for wrong answers and awards for doing well), plus dozens 
of pencil and paper activities to complement each program. 

MATH SHOP JR. 

Encouraging your child to practice fundamental math 
skills has never been easier! Basic mathematics- 
addition, subtraction, multiplication, division, odd and 
even numbers, estimation, and identifying the coins 
they’d see when shopping or doing errands—are 
made fun with the imaginary stores the youngsters 
encounter in Math Shop Jr. “Top Employee” honors 
for doing well offer continual rewards. Ages 6 to 9. 




Math Shop Jr. 

Apple 

64K 

5.25" 

Apple 

64K 

3.5" 

Macintosh 

1MB 

MS-DOS 

256K 

5.25" 

MS-DOS 

256K 

3.5" 

DAA82007 

DAA82320 

DAA84866 

DAA87731 

DAA87732 

Your family price only $29.95 each. 


MATH SHOP* 



Use percentages to help out at the pharmacy, frac¬ 
tions at the donut shop, addition and subtraction at 
the grocery—practice thousands of math problems 
in realistic settings and situations. Start with the 
“One Shop” game, then move up to the “All Shops” 
game and work against the clock. Provides invalua¬ 
ble practice at trial-and-error, estimation, and 
searching for patterns and options. Ages 9-14. 



Math Shop 

Apple 

64K 

5.25" 

Apple 

64K 

3.5" 

Macintosh 

1MB 

MS-DOS 

256K 

5.25" 

MS-DOS 

256K 

3.5" 


DAA96605 

DAA82003 

DAA84865 

DAA97131 

DAA82004 


Your family price only $29.95 each. 


MS-DOS versions require a color graphics card. 
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ADVANCED MATH SHOP 



As assistant to the shopkeeper in 10 busy stores, kids 
put pre-algebra and algebra skills to practical use. 
Factoring, using fractions and decimals, squares and 
square roots, cubes and cube roots, simultaneous 
equations, positive and negative numbers: each 
concept gets tested—and learned—in real world 
situations. Dazzling color g raphics, easy “on-the-job” 
training, and the opportunity of working at many lev¬ 
els make learning math fun too! Ages 12-18. 


Advanced 

Math Shop 

Apple 

5.25" 

Apple 

3.5" 

Macintosh 

1MB 

MS-DOS 

5.25" 

MS-DOS 

3.5" 

DAA86914 

DAA82005 

DAA84867 

DAA86915 

DAA82006 

Your family price only $29.95 each. 


MATH SHOP SPOTLIGHTS 


Weights & Measures Your children’s busi¬ 
ness transactions in these shops will involve 
pounds and ounces; feet and inches; cups, pints, 
quarts and gallons; and meters and centime¬ 
ters. They even calculate their wages. Each shop 
in the mall has a different lesson to teach, and 
makes sure that kids are challenged as they are 
entertained. Ages 9 to 14. 


Fractions & Decimals I The order of the day 

in these stores require children to add, subtract 
or multiply fractions. As they help out they’ll also 
need to convert decimals to fractions and add 
decimals. This program provides skills that are 
commonly difficult for children to grasp. Ages 9 
to 14. 


Math Shop Spotlight: 

Apple 

64K 

5.25" 

Apple 

64K 

3.5" 

Macintosh 

1MB 

MS-DOS 

256K 

5.25" 

MS-DOS 

256K 

3.5" 

Weights & Measures 

DAA83552 

DAA83559 

DAA84855 

DAA83563 

DAA83567 

Fractions & Decimals i 

DAA83533 

DAA83539 

DAA84854 

DAA83543 

DAA83547 

Your family price just $29.95 each. 
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MATH TUTOR 


Help your child master math-with a proven method. 

This series is suitable for children in first through eighth grades. 


ADDITION 

44 lessons introducing plus sign recognition, 
reading and writing equations, column addition, 
renaming, and solving complex addition problems. 

SUBTRACTION 

50 lessons including minus sign recognition, 
equality and subtraction concepts, place value, 
regrouping from zeros, and solving multi-digit 
subtraction problems. 

MULTIPLICATION 

43 lessons on multiplication facts, algebra multi¬ 
plication, column multiplication with and without 
renaming, multiplication with zeros, and complex 
problems. 

DIVISION 

44 lessons, including division with and without 
remainders, two and three digit quotients, esti¬ 
mating quotients, and estimating with the wrong 
quotient. 


FRACTIONS PART I 

23 lessons on numerator and denominator, proper 
and improper fractions, mixed numbers, rewriting 
improper fractions, and equivalent fractions. 

FRACTIONS PART II 

Completes the instruction begun in Part I. 24 
lessons include least common multiple factors, 
simplifying fractions, and division of fractions. 

DECIMALS 

27 lessons on reading and writing decimals, dec¬ 
imal point alignment, addition and subtraction of 
ragged decimals, and converting fractions to 
decimals and back. 

PERCENTS, RATIOS AND PROPORTIONS 

19 lessons on calculating percents, converting 
percentages to decimal figures, converting deci¬ 
mals to percents, fractions to percents, plus ratios 
and proportions. 


MATH TUTOR 

Apple 

64K 

5.25" 

MS-DOS 

256K 

5.25" 

Addition 

DAA97070 

DAA86703 

Subtraction 

DAA97071 

DAA86704 

Multiplication 

DAA97072 

DAA86705 

Division 

DAA97073 

DAA86706 

Fractions 1 

DAA99325 

DAA86707 

Fractions II 

DAA99326 

DAA86708 

Decimals 

DAA86709 

DAA99998 

Percents, Ratios and Proportions 

DAA86801 

DAA99662 

Your family price only $16.95 each. 
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MS-DOS version requires a color graphics card. 



LOGIC BUILDERS® 


You’re in charge of a construction crew of five 
friendly spiders. Direct them in three web¬ 
weaving games that challenge your memory and 
your imagination. Can you weave against the spi¬ 
ders and beat the clock? Ages 7 to 11. 


Move a construction worker along beams and 
ladders and use your math skills to help him match 
the “target number.” Excitement builds as you work 
against the clock! Ages 6 to 11. 


SQUARE PAIRS® 

Go up against the grid in this variation on the game 
“Concentration”. SQUARE PAIRS tests your 
memory, your general knowledge, plus your abil¬ 
ity to recognize the relationship between words and 
symbols. Ages 8 to 12. 


QUATIONS™ 

It may look and play a lot like Scrabble®, but QUA¬ 
TIONS is really a lively, brain-straining math chal¬ 
lenge. Instead of building words on a board, you 
build equations! Engaging math game for ages 7 
through adult. 


TURTLE TRACKS® 

You can program a computer and design and paint 
intricate pictures, experiment with color, shape and 
sound—then print out your creation. A great 
introduction to programming logic and simple 
computer graphics. Ages 8 to 12. 


STORY MAKER 

With a 16-color pen, eight typefaces and a picture 
gallery to borrow from, you can spin your own 
illustrated yarn with ease. Become artist and writer 
both with this sky’s-the-limit supply of tall tales. 
Ages 7 to 12. 



Apple 

48K 

5.25" 

MS-DOS 

128K 

5.25" 

Logic Builders 

DAA95289 


Square Pairs 

DAA95107 


Turtle Tracks 

DAA95105 

DAA97426* 

Math Man 

DAA95393 

DAA95394 + 

Quations 

DAA95295 


Story Maker 

DAA95343+ + 


Your family price only $16.95 each. 


+ Requires a color graphics card and game controller card, models manufactured after January 1986. 
‘Requires a color graphics card. Turtle Tracks will not Quations is a trademark of Andrew P. Mandell. 

operate on the IBM PC jr. Scrabble is a registered trademark of Milton 

+ + Not compatible with Apple IIGS or with Apple lie Bradley Company. 






































































SCIENCE EXPLORERS 



A Science learning lab for your 
home computer! 

Explore the wonders of science with this 
exciting new series. As a Science 
Explorer, you’ll make fascinating discov¬ 
eries just the way scientists do: by 
investigating, thinking, hypothesizing, 
recording data and drawing conclusions. 
Each program contains a lab/simulation 
and two interactive background lessons. 
Plants and Skeletons are for ages 5-7. 
Animal Adaptations and Simple 
Machines are for ages 8-11. 


Science Explorers 

Apple 

128K 

5.25" 

Apple 

128K 

3.5" 

MS-DOS 

256K 

5.25" 

MS-DOS 

256K 

3.5" 

Plants 

DAA84066 

DAA84088 

DAA84101 

DAA84114 

Skeletons 

DAA84073 

DAA84090 

DAA84103 

DAA84116 

Animal Adaptations 

DAA84239 

DAA84253 

DAA84266 

DAA84279 

Simple Machines 

DAA84235 

DAA84251 

DAA84264 

DAA84277 

Your family price of just $24.95 each. 



SUPERSCIENCE™ 
ACTIVITY SHOP 

First, you engage in a variety of “hands- 
on” activities. Then, using this easy-to- 
master program, you create a series of 
charts, diagrams, posters and bulletin- 
board (and refrigerator) displays. Print 
them in a choice of eight sizes. Explore 
human anatomy, nutrition, and fitness. 
Ages 5 through 8. 


SuperScience 

Apple 

128K 

5.25" 

MS-DOS 

256K 

5.25" 

DAA83066 

DAA83068 

Your family price of 

ust $24.95 each. 





OPERATION 

FROG’ 


Perform “clean hands’’ computer sur¬ 
gery as you prepare to dissect a hapless 
hopper the humane way! With your probe, 
give the frog’s internal organs a poke. 
Identify each organ, remove it with your 
forceps, and examine it with your “mag¬ 
nifying lens’’. You have to dissect it in 
proper sequence or the body part won’t 
move. (A HELP key is your surgical 
assistant.) The bi gg est difference 
between our celebrated simulation and 

the real thin g: When you’re finished 
dissecting, you can put 
Freddy the Frog back 
together and watch him 
hop off-screen to a com¬ 
p lete recover y! Perform 
your next surgical mira¬ 
cle with the amazing 
OPERATION FROG! 
Ages 9 to 15. 


Operation 

Frog 

Apple 

64K 

5.25" 

Commodore 

64K 

5.25" 

DAA95283 

DAA95337 

Your family price only $16.95 each. 


SCHOLASTIC 




A | ™ An Experience with 
■ I ■ Artificial Intelligence 

Scholastic’s ground-breaking introduction to 
artificial intelligence (A.I.) gives you hands- 
on experience with its basic principles. Ten 
“Explorations” (progressively harder) let you 
play games that A.I. already knows.. .or teach 
it your own games... and try to figure out how 
the computer “learns” your rules and stores 
them in its “brain”. Do a “Brainscan” to 
observe the creation of machine intelli¬ 
gence; use the “Foresight” feature to control 
the computer’s ability to plan ahead. Adjust¬ 
able skill levels make this a uniquely reward¬ 
ing challenge for ages 12 and 


A.I. 

Apple 

64K 

5.25" 

Apple 

64K 

3.5" 

Macintosh 
512K 

MS-DOS 

256K 

5.25" 

MS-DOS 

256K 

3.5" 


DAA96997 

DAA82008 

DAA82010 

DAA99324 

DAA82009 


Your family price only $29.95 each. 
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AGENT 
USA® 

You’re a coast-to-coast com¬ 
puter sleuth, learning America’s 
geography as you travel the 
nation’s railways! 

YOUR MISSION: To track down the feared 
Fuzzbomb and disarm it before it turns us all 
into—Fuzzbodies! 


THE SPY’S ADVENTURES 

Challenge and excitement for the whole 
family as you track Dr. X across the country 
and around the globe! 

THE SPY’S ADVENTURES IN NORTH 
AMERICA™ 

Comb the continent for the fiendish Dr. X. As you 
explore North American geography, you use 
deductive reasoning and strategic planning to 
locate the elusive agent. Spy solo, join a network 
of 2 to 6 players, or play competitively, spy vs. spy. 


YOUR METHODS: Reading maps and train 
schedules; learning your states, capitals, and 
time zones; improving your sense of direc¬ 
tion; and learning to plan the best route. 

YOUR REWARD: A solid set of geography 
skills and a great time playing detective. 

Everyone in the family is sure to enjoy—and 
learn from—this creative approach to geog¬ 
raphy. How do you get there from here? 


THE SPY’S ADVENTURES IN EUROPE™ 

The chase expands, from Spain to the Soviet Union. 
How long can you hold out as you dash from coun¬ 
try to country, desperately holding on to as much 
cash as possible while you trade jewels for valua¬ 
ble clues. 

THE SPY’S ADVENTURES IN SOUTH 
AMERICA™ 

Travel and search the continent and beyond from 
Panama to Rio de Janeiro, the Bahamas to Peru, 
Venezuela to Argentina. Take part in a non-stop 
adventure and see just how much a spy can learn. 


For junior gumshoes ages 9-15. 


Agent USA 

48K 

128K 

Apple 5.25" 
MS-DOS 5.25" 

DAA95080 
DAA97412 

$16.95 

$16.95 


MS-DOS version requires a color graphics card. 



CALL TOLL-FREE 
800 - 541-5513 


Spy’s Adventures in North America 

64 K 

256K 

256K 

Apple 5.25" 
MS-DOS 5.25" 
MS-DOS 3.5" 

DAA86769 

DAA86771 

DAA82580 

$16.95 

$16.95 

$16.95 

Spy’s Adventures in Europe 

64 K 

256K 

256K 

Apple 5.25" 
MS-DOS 5.25" 
MS-DOS 3.5" 

DAA86767 

DAA86768 

DAA82581 

$16.95 

$16.95 

$16.95 

Spy’s Adventures in South America 

64K 

256K 

256K 

Apple 5.25" 
MS-DOS 5.25" 
MS-DOS 3.5" 

DAA82578 

DAA82576 

DAA82577 

$16.95 

$16.95 

$16.95 


MS-DOS versions require a color graphics card. 
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pfs: write 

There’s a reason why everyone from elementary school children to 
professional writers prefer pfs: write: quite simply, it’s one of the easiest, 
low-priced, full-featured word processors available. It’s ideal for school 
papers and personal correspondence, sales bulletins and business 
reports. You can: underline; bold face; search and replace; block edit; 
and print exactly what’s on your screen. And you’ll love the straight- 
talking manual—a model of clarity that lets even beginners start writing 
the first day they use it. pfs: write includes a 75,000 word spelling checker 
and a mail/merge feature for doing your own personalized form letters— 
a boon to home businesses. 



Apple 

Apple 

MS-DOS 

MS-DOS 

pfs: write 

128K 

128K 

256K 

256K 


5.25" 

3.5" 

5.25" 

3.5" 


DAA98353 

DAA82041 

DAA98354 

DAA82042 

Your family price only $24.95 each. 


pfs: file/report 

Looking for a simple-to-learn, simple-to-use method for keeping 
personal or business records? Here it is! pfs: file/report is like having a 
hard-working assistant who organizes all that data into charts, tables, 
lists, columns, and other useful formats. Keep track of family finances, 
customer files, investments, insurance policies, household inventory, or 
your wine cellar. In true pfs style, file/report is easy to learn, a breeze to 
use, and prints out exactly what you see on the screen. 



Apple 

Apple 

MS-DOS 

MS-DOS 

pfs: file/report 

128K 

128K 

256K 

256K 


5.25" 

3.5" 

5.25" 

3.5" 


DAA98360 

DAA82043 

DAA98365 

DAA82044 

Your family price only $24.95 each. 
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